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com Fr PAC-MAN 


Cat. No. 60-2831 


Your Color FX Pac-Man game is easy to 
play and provides hours of fun for one or two 
players. Guide Pac-Man as he makes his 
way around the maze, gobbles up all the 
dots, and tries to avoid the ghosts. 

Note: Before playing the game, you must re- 
move the battery insulation slip from the bat- 
tery compartment. Grasp the end of the 
insulation slip and gently pull it out. 



OBJECT OF THE GAME 

Pac-Man is in a maze, shown on the map to 
the left of the score panel. The flashing 
square shows Pac-Man’s current location in 
the maze. When Pac-Man has gobbled up 
all the dots in a square, that square becomes 
blank. 

This game has six skill levels. When Pac- 
Man gobbles up all the dots in a maze in a 
particular level, you advance to the next lev- 
el. When you reach Level 6, you remain 
there until the game is over. 

There are four ghosts chasing 
Pac-Man. To chomp the ghosts, 

Pac-Man must first eat a power 
pill. After Pac-Man eats a power 
pill, • POWER appears at the 
top of the display, the ghosts flash and Pac- 


Man can eat the ghosts. At each higher skill 
level, the ghosts move faster and Pac-Man 
has one less second to chase the ghosts. At 
Level 1, you have 15 seconds to chase the 
ghosts. At Level 6, you only have 10 sec- 
onds. 

Three seconds before the power pill wears 
off, • POWER flashes to warn you it is time 
to stop chasing ghosts. 

To earn points, guide Pac-Man to gobble up 
all the dots, power pills, ghosts, and fruit. 
(When Pac-Man has eaten 80 dots, a cherry 
appears.) 

You have three chances to com- 
plete a maze (eat all of the dots). 

Three Pac-Man icons appear 
when you turn on the game. 

When you start a game, one Pac- 
Man enters the maze, while the other two 
are in reserve. If a ghost catches Pac-Man, 
you lose one life. If a ghost catches you 
three times, the game is over and GAME 
OVER appears. Every time you earn 5,000 
points, one extra Pac-Man icon appears (up 
to five, total). 

OPERATION 

Turning the Game On/Off 

Before turning on the game, press the tab to 
unlock the projection cover. Close the cover 
whenever you are not using the game. 

Caution: Do not try to fully open the cover. 
The cover can only open to a certain angle. 

To turn on the game and start play, press 
ON/OFF. The game automatically turns off 
after about 4 minutes if you do not press any 
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keys, to conserve battery power. Or, press 
ON/OFF to turn off the game at any time. The 
current game status and score are stored in 
memory. To resume the game where you left 
off, press ON/OFF again. 


LEVEL — press to select level of difficulty. 
Press to unlock projection cover. 



Controls 


(Up. Down. 
Left. Riqhtt 


START/ 

PAUSE 


PLAYER/CHECK — 

press to select the 
number of players, or 
to check the score In 
a 2-plaver game. 


Turning the Sound On/Off 

Your Pac-Man game is preset to sound a tone 
each time you press a key. To turn the sound 
off or on at any time, press SOUND. •••) ap- 
pears when the sound is on. 


PLAYING THE GAME 

1. Press ON/OFF to turn on the game. 

2. Press NEW GAME to start a new game. 

3. Press PLAYER/CHECK to choose a one- 
player game (one figure appears) or a 
two-player game, (two figures appear) 

4. Repeatedly press LEVEL to choose the 
desired game level (from 1-6). 

5. To start a game, press START/PAUSE. 
The maze appears on the display. After a 
few seconds, 0 appears at the top right 
corner of the display and one of the 
squares of the map flashes, showing 
Pac-Man’s current location in the maze. 

6. Press the direction buttons to move Pac- 
Man up, down, left or right. 

Notes: 

• When Pac-Man moves from one 
screen to another, wait until he ap- 
pears on the new screen before press- 
ing the direction keys to control him. 

• Between the right and left walls, there 
are some tunnels that Pac-Man can 
use to go from one side of the screen 
to the other. 

• If you selected a two-player game, the 
flashing figure shows whose turn it is. 


7. The game ends when you lose all three 
lives. GAME OVER appears. To play an- 
other game, press NEW GAME and then 
repeat Steps 2-5 . 


2 
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Notes: 

• In a two-player game, the second player 
begins his or her turn after the first play- 
er’s game is over. Press START/PAUSE 
to start the second player’s game. After 
both games are over, press PLAYER/ 
CHECK to see the first player’s score. 
SEARCH appears. Press PLAYER/ 
CHECK again to see the second player’s 
score. 

• To temporarily stop the game, press 
START/PAUSE at any time. To resume 
the game where you left off, press 

START/PAUSE again. 

• If you reach 99,990 points, the game 
plays the game-over melody, WIN ap- 
pears and the score resets to 0. 

• Press NEW GAME at any time during the 
game to start a new game with the same 
settings. 


The more ghosts Pac-Man chomps after eat- 
ing a power pill, the more points they are 
worth. 


Ghosts 

Points 

1st 

200 

2nd 

400 

3rd 

800 

4th 

1600 


REPLACING THE 
BATTERIES 

Your game comes with three G13 button-cell 
batteries for power. With batteries installed, 
the game’s memory can keep the game sta- 
tus and scores for months. 


SCORING 

Eat as many dots, power pills, and cherries as 
you can to earn points. 


Food Eaten 

Points 

Dot 

10 

Power Pill 

50 

Cherry (L-1) 

100 

Cherry (L-2) 

300 

Cherry (L-3) 

500 

Cherry (L-4) 

700 

Cherry (L-5) 

1000 

Cherry (L-6) 

2000 


When the display dims, the sound becomes 
distorted, or the game stops operating proper- 
ly, replace the batteries. For the best perfor- 
mance and longest life, we recommend 
RadioShack silver-oxide batteries. 

Warnings: 

• Dispose of old batteries promptly and 
properly. Do not burn or bury them. 

• Keep button-cell batteries away from chil- 
dren. Swallowing a button-cell battery 
can be fatal. 

Cautions: 

• Use only fresh batteries of the required 
size and recommended type. 

• Do not mix old and new batteries, differ- 
ent types of batteries (standard or alka- 
line). 
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Follow these steps to replace the batteries. 

1 . Use a Phillips screwdriver to remove the 
screw from the battery compartment cov- 
er, then slide off the cover. 

2. Remove the old batteries, then place the 
fresh batteries in the compartment with 
their positive (+) sides facing up. 

3. Replace the cover and secure it with the 
screw. 

Caution: If you do not plan to use the Pac- 
Man game for one week or more, remove the 
batteries. Batteries can leak chemicals that 
can destroy electronic parts. 


RESETTING THE GAME 

If the game stops operating properly, remove 
and reinstall the batteries. If it still does not 
work properly, use a pointed object, such as a 
straightened paper clip, to press RESET. 


CARE 

To enjoy your FX Color Pac-Man game for a 
long time: 

• Keep the game dry. If it gets wet, wipe it 
dry immediately. 

• Use and store the game only in normal 
temperature environments. 

• Flandle the game gently and carefully. 
Don’t drop it. 

• Keep the game away from dust and dirt. 

• Wipe the game with a damp cloth occa- 
sionally to keep it looking new. 

Modifying or tampering with the game’s inter- 
nal components can cause a malfunction and 
invalidate its warranty. If your game is not per- 
forming as it should, take it to your local Ra- 
dioShack store for assistance. 



Limited Ninety-Day Warranty 

This product is warranted by RadioShack against manufacturing defects in material and workmanship under normal use for ninety (90) 
days from the date of purchase from RadioShack company-owned stores and authorized RadioShack franchisees and dealers. EX- 
CEPT AS PROVIDED HEREIN, RadioShack MAKES NO EXPRESS WARRANTIES AND ANY IMPLIED WARRANTIES, INCLUDING 
THOSE OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN DURATION TO THE DURATION 
OF THE WRITTEN LIMITED WARRANTIES CONTAINED HEREIN. EXCEPT AS PROVIDED HEREIN, RadioShack SHALL HAVE NO 
LIABILITY OR RESPONSIBILITY TO CUSTOMER OR ANY OTHER PERSON OR ENTITY WITH RESPECT TO ANY LIABILITY, 
LOSS OR DAMAGE CAUSED DIRECTLY OR INDIRECTLY BY USE OR PERFORMANCE OF THE PRODUCT OR ARISING OUT OF 
ANY BREACH OF THIS WARRANTY, INCLUDING, BUT NOT LIMITED TO, ANY DAMAGES RESULTING FROM INCONVENIENCE, 
LOSS OF TIME, DATA, PROPERTY, REVENUE, OR PROFIT OR ANY INDIRECT, SPECIAL, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGES, EVEN IF RadioShack HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 

Some states do not allow the limitations on how long an implied warranty lasts or the exclusion of incidental or consequential damages, 
so the above limitations or exclusions may not apply to you. 

In the event of a product defect during the warranty period, take the product and the RadioShack sales receipt as proof of purchase 
date to any RadioShack store. RadioShack will, at its option, unless otherwise provided by law: (a) correct the defect by product repair 
without charge for parts and labor; (b) replace the product with one of the same or similar design; or (c) refund the purchase price. All 
replaced parts and products, and products on which a refund is made, become the property of RadioShack. New or reconditioned parts 
and products may be used in the performance of warranty service. Repaired or replaced parts and products are warranted for the re- 
mainder of the original warranty period. You will be charged for repair or replacement of the product made after the expiration of the 
warranty period. 

This warranty does not cover: (a) damage or failure caused by or attributable to acts of God, abuse, accident, misuse, improper or ab- 
normal usage, failure to follow instructions, improper installation or maintenance, alteration, lightning or other incidence of excess volt- 
age or current; (b) any repairs other than those provided by a RadioShack Authorized Service Facility; (c) consumables such as fuses 
or batteries; (d) cosmetic damage; (e) transportation, shipping or insurance costs; or (f) costs of product removal, installation, set-up 
service adjustment or reinstallation. 

This warranty gives you specific legal rights, and you may also have other rights which vary from state to state. 

RadioShack Customer Relations, 200 Taylor Street, 6th Floor, Fort Worth, TX 76102 

We Service What We Sell 
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